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WARNING: READ BEFORE USING YOUR PLAYSTATION® GAME CONSOLE. 

A very small percentage of individuals may experience epileptic seizures when exposed to 
certain light patterns or flashing lights. Exposure to certain patterns or backgrounds on a 
television screen or while playing video games, including games played on the PlayStation game 
console, may induce an epileptic seizure in these individuals. Certain conditions may induce 
previously undetected epileptic symptoms even in persons who have no history of prior seizures 
or epilepsy. If you. or anyone in your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symptoms while playing a video game - 
dizziness, altered vision, eye or muscle twitches, loss of awareness, disorientation, any 
involuntary movement, or convulsions - IMMEDIATELY discontinue use and consult your 
physician before resuming play. 


INSTRUCTIONS FOR USE. 

CONTROLS. 

INTROPUCTION. 

THE RIG. 

OTHER WEAPONS ANP COOL STUFF. 

THE JETPIICE. 

FREEFALL. 

ON-SCREEN DISPLAY. 

THE WILP T TEAM ROSTER. 

CREPITS. 

SPECIAL THANICS. 

CUSTOMER SUPPORT. 

LIMITEP WARRANTY. 

INTERPLAY WEPSlTE. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation game console to a projection TV without first consulting the 
user manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently 
damage your TV screen. 


HANDLING YOUR PLAYSTATION DISC: 

• This compact disc is intended for use only with the PlayStation game console. 

• Do not bend it, crush it or submerge it in liquids 

• Do not leave it in direct sunlight or near a radiator or other source of heat. 

• Be sure to take an occasional rest break during extended play. 

jji • Keep this compact disc clean. Always hold the disc by the edges and keep it in 

W its protective case when not in use. Clean the disc with a lint-free, soft, dry 

j cloth, wiping in straight lines from center to outer edge. Never use solvents or 

abrasive cleaners. 





















1. Buy a PlayStation® game console! -—Ij— 

2. Buy Wild 9 ,M 

3. Buy a television. 

4. Buy another copy of Wild 9 just in case you lose (or loan out] 
the first copy you bought. 

5. Set up your PlayStation game console according to the 
instructions in its Instruction Manual. Make sure the power is 
off before inserting or removing a compact disc. Insert the 
Wild 9 disc and close the disc cover. Insert game controllers 
and turn on the PlayStation game console. Follow on-screen 
instructions to start a game. 

6. Order a pizza. 

7. No anchovies. 

8. Buy another copy of Wild 9 to send to a family member for 
their birthday/holiday/no special reason. 

9. Take a bath. (Do not, however, attempt to take a bath while 
playing Wild 9 or any other PlayStation game!) 

10. Continue reading the manual. * -r -j 

11. Play Wild 9. 


L2 BUTTON 
R2 BUTTON 


^ □ Fire the Rig 
Jump 

A Use Secondary 
Weapon 

START - Pause/Resume 
* the Game 


LI BUTTON 
R1 BUTTON 


UP - Look Up 
DOWN - Crouch 
LEFT - Run Left 
RIGHT - Run Right 


A BUTTON 
O BUTTON 
X BUTTON 
□ BUTTON 


DIRECTIONAL BUTTONS 


SELECT BUTTON 


START BUTTON 













the aftermath... 

The ground was still covered with wispy layers of smoke, clearing slightly in the 
aftermath of the battle that had taken place that morning. Ash, green slime, and 
burnt metal covered the ground for hundreds of yards. In the near distance, the 
trawler - home to the Wild 9 - lay in near ruins... 

"WEX! WEX, WAKE UP! SOMEBODY GET A DOCTOR! SOMEBODY GET ME A 
MED-KIT AND A SANDWICH... OOOH, I KNOW THE OTHERS ARE GONNA BLAME ME 
FOR THIS...'' 

Wex Major awoke with a start. “Wha... oww! Feel like I've been blindsided by a 

Munroian Canuk! B’Angus, what happened?" 

"I'M FINE, THANKS FOR ASKING! SURE, I RISK LIFE AND LIMB TO KEEP 
YOU FROM FALLING INTO THE SHOCKTROOPERS HANDS, AND YOU DON'T 
EVEN CARE IF I'M OK!” 

"Shocktroopers! I was sleepin’, felt something like a meteor hit the trawler, and 
then nothing... what happened," Wex asked. Quickly adding a. "Thanks for saving me, 
buddy" before B'Angus again started ranting. 

"Well, somehow Karn found out where we were, and sent a transport of his elite 
Shocktroopers in to take us by surprise. From where I found you, it looks like you got 
thrown out of the trawler by the first blast. Man, you were a mess, I mean, not that 
v you don't look lousy now, but jeez, I've never seen you look that bad, unless you 
Y count that time when you ate all those berries on Cyleop 5 and had that allergic 
reaction. Boy, I thought we'd lost you there. You looked really awful then... oh, 
- ■ and there was that one other time when you nearly killed yourse..." 

' 1/ "B’ANGUS! Back to this morning please." 

' "Oh, yeah, well... anyway, most of the team was pretty stunned by the first 
, blast. They recovered quickly, and I took charge of the situation since you were 
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out of commission." Wex groaned at hearing that. "Hey, you ok, kiddo? Think somethinj 
inside is broken? I can get a med-kit?" After a second of no response from Wex, 

B’Angus continued, "So... I send Volstagg around to try and flank 'em on the right, 
Boomer around to the left, Crystal and Pokkit - who, by the way, broke his own record 
of uselessness by producing over 37 different items before grabbing a weapon, and tha 
was a slingshot, I might add - hit 'em with Nitro over and over. It looked like the tide 
was turning in our favor. My master strategy was working! 

Well, leave it to the other half of the diminutive dynamic duo to mess it up..." 

Wex almost didn’t want to ask, but found himself asking, "What'd Pilfer do this time...? 

"You shoulda seen it. Champ, if you were there, he wouldn'tve even thought about 
it. But would he listen to me? Nooooo!" B'Angus was becoming more agitated with 
each word that passed over his lips. "Why, that lunatic gets the big idea in his head 
to try and run the Shocktroopers down with the trawler! Apparently, it was on the 
advice of 'Dr. Rasponovich'!" 

Wex groaned again. Pilfer was a true lunatic, not a sane bone in his body. Dr. 
Rasponovich was a lizard that Pilfer carried everywhere with him and according to Pilfer, 
the doctor constantly gave him advice. "So," Wex tentatively began, "what happened?" 

"Oh, it was ugly kid... Really ugly. THE HORROR. THE HORROR. With the damage to 
the trawler's controls and all the smoke, Pilfer cut off Ramzig, who couldn't see in the 
smoke and ran into the side of trawler - effectively knocking him out. Pilfer then 
managed to get two Shocktroopers on the way to practically shattering Crystal and 
turning MacSheen into a hunk of scrap metal. I was lucky enough to get out of the 
way before he could flatten me like he did Boomer... oh, the humanity of it all," 

B'Angus stopped to catch his breath. C 

"What happened to Boomer!" Wex asked a bit hurriedly. His feelings toward 
Boomer were well known by all the team, and especially B'Angus. Nobody would .„i 
come between Wex and B'Angus, if B'Angus could help it. 

"Oh, she's fine... I suppose. I mean, she was wrapped up in that silly tartan ' 
of hers, screaming and swinging that tree trunk she calls a staff. Well, Pilfer 









managed to miss her with the trawler... mostly. He clipped her in the back of the 
head with one of the rear guns as he tried to run over another Shocktrooper. To add 
insult to injury, he missed the trooper. She's probably got a nasty headache right 
about now... 

So her staff goes flying through the air and cracks Henry, meanwhile, Nitro's totally 
worn out from exploding over and over, and is basically useless. With just Pilfer - in 
the now totally inoperative trawler - and me against all the Shocktroopers, it made 
sense to take advantage of all the confusion and hide you and figure out what to do. 

The troopers just left about a half hour ego, assuming that you were blown to bits in 
the initial attack. That pretty much sums up my morning, how was yours?" 

Wex couldn’t believe it. After months of evading Kam's forces, eluding traps that 
lay everywhere for the Wild 9, it was all crumbling around him. He felt the sting of 
t- defeat for the first time, and it didn't feel too good. 

"So, where's everyone?” he asked. 

"Well, the troopers took everyone else. They had these little weird green 
guys with 'em, too. Weird, I tell you! Weird! These pipsqueaks were all over the 
place, blowin' up on contact with just about anything - sorta like Nitro, only green, 
really, really small, leave a huge slime puddle, and they don’t recover from the blast... 
but otherwise they're just like Nitro. Well, I mean, they explode like Nitro, but that's 
really the only resemblance. But still, there were hundreds of these things bouncing all 
over the place! Oh, the humanity!" B'Angus cried. "That's the right phrase, isn't it." he 
asked, "oh, the humanity?" 

v Wex nodded, "yeah, that's the right expression..." 

*, y "Anyway," B'Angus went on, "just me and the bumbling idiot are all that got 

. away. Pilfers already replaced the 'Wild 9' with 'Kind of Loud 3' on the side of 
<8L, the trawler. He's working on repairs, but it’s going to take some time. The 
jr- - II' others, well, they're probably strewn throughout the cluster by now. Karn isn't 
Bfcv/ stupid enough to lock 'em up together. It'd make a rescue or breakout too 
Wf) tempting... looks like it's just the three of us. Whaddya say we dump 'psycho' 


8nd strike out on our own? I know this cluster like the back of my wing. We'll still look 
for your parents," he added, "just in a more... quiet sort of way. The ridge up there..." 

"Where’s the nearest place that the troopers would have taken one of the 9's?", 

Wex interrupted. "Is the jetbike still functioning?" 

"Yeah, the jetbike wasn't damaged at all. Well, any more than the last time you took 
it out... remember how you almost killed yourself landing back on th..." B'Angus stopped 
himself for once, cocked his head to the side, and studied Wex' face. 

"You aren’t thinking of trying to rescue everyone single-handedly, are you? Look, 
babe, you’re the best I’ve ever seen, but you'd get creamed!" B'Angus started fidgeting 
around his home in the Rig like he always did when he was nervous, his voice rising into 
shrill, excited tones, "We gotta get out of here. The troopers are bound to come back 
soon to reclaim the trawler, and they're probably not going to be to happy about you 
still being alive!" « 

"No," Wex said as he got on his feet, “I'm going after them. All of 'em. They _j 
put their faith in me, and now it's time for me to show them it wasn't a mistake... 

You stay here with Pilfer and get the trawler repaired." 

"What? Are you sure you aren't suffering delusions!? You starting to buy into the 
'Chosen One’ stuff? You'll never free the others without my help! The Black Sheep 
himself couldn't keep me from going with you, well, maybe he could... Somebody's got 
to watch your back, and who better than me?” B'Angus put on his best fighting face. 

That was almost too easy, Wex thought. "All right, I will need some help. And you 
are the best, so I guess it's up to us. Where to first?" 

"Bombopolis. Gotta be. It's close. Heavily secured. Gotta be there." B'Angus 
was now pacing back and forth like a general plotting an attack. "It'll be tough. ( 

But as we head further from here, towards the center of the cluster, towards 
Kam's palace, it'll just get tougher and tougher.' 


, , w „ He was starting to worry 

himself now. thinking about the dangers that lay ahead, brow becoming more 
tightly knit with every step he took. 

Wex flexed his right hand, and the Rig clicked and hummed to life. B'Angus 










stopped pacing and looked at Wex. With a simple flick of the wrist, an enormous 
energy bolt leapt from the Rig on Wex's shoulder to a nearby boulder, A slight turn of 
the wrist, and the beam picked up the boulder with ease, held it there and then 
slammed it into the ground. Nothing but dust was left. The Rig's humming slowly 
faded, "Karn," Wex spoke up to the sky, "you'd better pray that none of my friends 
have been harmed or you'll curse the day you were created..." 

An audible 'ulp' came from B'Angus. He had never before seen Wex so angry, nor 
had he realized how easy it was for Wex to destroy something as massive as the 
boulder. Maybe it wouldn't be so bad after all. "Boy, would I hate to be one of Kam's 
Shocktroopers now..." he thought as Wex headed toward the damaged trawler to get 
the jetbike. 

"Little exploding green men?" Wex mumbled again and again as he approached the 
trawler. What could they be? What did they mean? 
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I The easiest way to kill an enemy is to shoot them with the Rig, 
*• and while holding down the square button, roll your thumb left 
and right over the Dpad to slam them into the ground. 






















The Rig isn’t only good for killing enemies, it's also invaluable for 
moving stuff around that's too heavy to lift, (oh, sure, you can 
also use it to move enemies around too... hmm, wonder what 
would happen if you threw an enemy into...] 


When using the Rig as a rope swing, pressing up and down on 
the Dpad will extend or shorten the beam's length - allowing Wex 
to swing to some inaccessible areas. 


Pressing the Dpad up at a 
45 degree angle is the best 
way to carry somebody 
using the Rig. 


If you collect enough energy 
spheres, Wex'll get 
supercharged and go into 'red' 
mode! When the Rig is in 'red' 
mode, it’ll shoot farther, for a 
longer period of time, and it 
can break open places that you 
couldn't access before! 
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CHECKPOINT 

Pop yourself into this and if anything really nasty 
happens to you, Wex will restart the level from this 
point rather than the beginning of the level. 


place 

stamp 

here 


FLOOR MISSILE 
GENERATOR 

Whenever you see one of these, if you are out of 
missiles, a member of the resistance will bring 
you a fresh supply. 


Hey, it's so easy to use, my mother could fly one! ^uc ' 

1. Use the Directional Buttons to steer. 

2. Use the X button to accelerate. 1 -- 

3. Use the □ button to fire. 

4. When riding a beast, use the X button to jump, using the A button 
will initiate the beast's scream attack. 


Productions 
l Karman Ave. 
, 92606 


1. Use the Directional Buttons to steer. 

2. X - Tuck Position to accelerate. 

3. □ - Grab the Shocktrooper and throw him 
into the walls. 













CURRENT WEAPON 


WEX FALLING/BIKE 



The charming and quick-witted leader of the Wild 9, Wex Major 
uses both of these assets to hold his ragtag team together. He 
possesses 'the Rig' weapon system, and much to his amazement, he is the 
only person capable of operating this powerful weapon. As a result, Wex Major is rumored to be 
The Great Champion’; the mystical folk hero believed to lead the oppressed people of the 
Andromeda Galaxy to defeat Kam and his forces. Wex Major has reluctantly agreed to lead this 
motley crew upon the condition that once he finds his kidnapped parents in this enormous galaxy, 
he will leave to return back to Earth, 


B'Angus is the pesky critter that permanently resides in 
Wex's Rig. B'Angus is a refugee of sorts; hiding for dear life 
from his arch-nemesis, The Black Sheep', in the only 
indestructible container in the entire galaxy...the Rig. His 
loyalty to Wex and the Wild 9 is second to none...too bad his 
cowardice is greater. 

































































































THE SHINY TEAM: 

Tall Man & President: 

□avid Perry 

Producer: 

Stuart Roch 

Lead Game & Level Designer: 

Tom Tanaka 

Creative Direction and Animation: 

Kevin Munroe 

Programming Talent 

□idier Malenfant 
Gavin James 
Malachy Duffin 
Gregg Tavares 

Artists Extraordinare: 

Erik Drageset 
Jean-Michel Ringuet 
Klaus Lyngeled 
Lloyd Murphy 

Level Design S Layout: 

Erik Drageset 
Lori Perkins 
Rich Neves 
Stuart Roch 
Tom Tanaka 
Music & Sound: 

V Tommy Tallarico Studios 

m www.tallarico.com 
U Additional Music: 

F Sonic Mayhem 

www. sonicmayhem. com 
Manual Design & Layout: 

Ed Rubin 


The men who keep us working: ^ " r "~^ 

Fidel - For keeping all the hardware and software working 

DP - For late night burgers and pizzas, as well as a clear lead to follow 

Brad - For supporting the team through thick and thin against all who doubted 


Alain Mark Robert Shawn 

Alan Martin Ron Tommy 

Frederic Nick Sadie 

Gari Rob Scott 

Director of Interplay Quality Assurance: 

Chad Allison 

Interplay Quality Assurance Manager: 

Colin Totman 

Interplay Lead Tester: 

Michael Motoda 

Interplay Testers: 

Sean Johnson 
Savina Greene 
Charles Gale 


The women who made it easier us to work & kept our lives in order: 

Molissa - For getting us into the country 

Justine - For paying us and giving the programmer a place to sleep 
Pamela - For making sure that we were well cared for 
Nancy - For cleaning up our messes without getting too mad 


The dogs: 

Jesse - for playing ball and being mellow 

Rusty - for making sure that there wasn't food in any trash can in the office 


THE BIG GRUB TEAM: 

Programming Talent: 

John Alvarado 
Mike Winfield 
Ron Nakada 

Artists Extraordinare: 

Brandon Humphreys 
Neil Hong 

To anyone we forgot, left out, or otherwise shafted in 
credits list, we apologize. You know who you are. (Bee 
apparently we've forgotten, so we’re doubly sorry!) 
Characters S. Story Designed and Developed by 
Kevin Munroe 

Original Premise by Tom Tanaka 


To all the people at Interplay around the world who have worked with us over the 
course of this project, believed in us, and have accepted our stubbornness: Brian, 
Chris, Chuck, Dick, Lisa, Lisa, (and Cult Jam], Trish, Alan, Alan, Alison, Allison, 
Mark, Liz, Cathy, Kellee, Barbara, Tony, Sarah, Lidia, Karen, Kirk, Kathy, 

Monica, Robert, Neal, Peter, QA, Rebecca, the list goes on and on... j 


And lastly, to all our wives, girlfriends, fiancees, husbands, boyfriends, and 
pets: We really were working late! Honest. Thanks for sticking with us 
through this. 


Rnal thank you: To all the cows we've loved before. 






TROUBLESHOOTING DOCUMENTS ONLINE! —.J- - 

Interplay Productions Technical Support now ' 

offers troubleshooting guides with complete ”^Al£p _ 

installation and setup instructions as well as 

information that will help you overcome the most common ^-.-*’ W '»T 

difficulties. If you have questions about the program, our Technical Support ---——- 

Department can help. Our web site contains up-to-date information on the most common 
difficulties with our products, and this information is the same as that used by our product support 
technicians. We keep the product support pages updated on a regular basis, so please check here first 
for no-wait solutions. If you have access to the World Wide Web, you can find these at 
http://www.interplay.com/support 

If you are unable to find the information you need on our web site, please feel free to contact Technical 
Support via e-mail, phone, fax, or letter. Please be sure to include the following information in your e- 
mail message, fax, or letter: 

• Title of Game 

• Platform 

h-. • A description of the problem you're having 

If you need to talk to someone immediately, call us at (949) 553-6678 Monday through Friday 
between 8:00AM-5: 45PM, Pacific Standard Time with 24 hours, 7 days a week support 
available through the use of our automated wizard. Please have the above information ready when 
you call. This will help us answer your question in the shortest possible time. When you call you will 
initially be connected with our automated wizard. For information pertaining to your specific title, press 
"1" on the main menu end listen carefully to all prompts. All titles are listed alphabetically. After you 
have selected your title, the most common difficulties will be listed. If the difficulty you are having is not 
listed or you need additional assistance, you may press "O’ on your games main menu, and you will be 
k transferred to a Technical Support Representative. No hints or codes are available from this line. You 
hi must call Interplay's HINT Line for hints, tips, or codes at 1-900-370-PLAY (1-900-451-6869 $1.25 in 
k Canada only). You must be 18 years +, have a touch-tone phone, and the cost is $0.95 per minute. Hints 
Sv. for Wild 9™ are available on this line. 


Interplay Productions Support Fax: (949) 252-2820 
Interplay Productions Technical Support 
16815 Von Karman Avenue 
Irvine, CA 92606 


HOW TO REACH US ONLINE 
INTERNET E-MAIL: support@interplay.com 
WORLD WIDE WEB: http://www.interplay.com 
FTP: ftp.interplay.com 




INTERPLAY LIMITED 90-DAY WARRANTY -I—- 

Interplay warrants to the original purchaser of trr, _ . 

this product that the compact disc on which the '"'•TED k.. — 

software programs are recorded will be free from defects in A ^ 

material and workmanship for 90 days from the date of purchase. If 

the compact disc is found defective within 90 days of original purchase, Interplay ^--— 

agrees to replace, free of charge, any product discovered to be defective within such period upon receipt 
at its factory service center of the product, postage paid, with proof of the date of purchase. This warranty is limited 
to the compact disc containing the software program originally provided by Interplay and is not applicable to normal 
wear and tear. This shall be void if the defect has arisen through abuse, mistreatment, or neglect Any implied 
warranties applicable to this product, including warranties of merchantability and fitness for a particular purpose ai 
disclaimed. Interplay disclaims all responsibility for incidental or consequential damages. 

Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of 
incidental or consequential damages so the above limitations 8nd/or exclusions or liability may not apply to you. This 
warranty gives you specific rights, and you may also have other rights which vary from state to state. 

LIFETIME WARRANTY 

If the compact disc should fail after the original 90-day warranty period has expired, you may return the 
software program to Interplay at the address noted below with a check or money order for $15.00 (U.S. 
currency), which includes postage and handling, and Interplay will mail a replacement to you. To receive a 
replacement, you need to enclose the original defective compact disc in protective packaging accompanied by 
ID a $15 00 check or money^order, (2) a brief statement describing^the^d^ecti^and (3) your return address Jf^you 

and a replacement is necessary, U.P.S. or registered mail is recommended for returns Please send the defective 
disc(s) only (not the box) with a description of the problem and $15.00 to: 

WARRANTY REPLACEMENTS 

Interplay Productions 
16815 Von Karman Avenue 
Irvine. CA 92606 

COPYING PROHIBITED ^ 

This software product and the manual are copyrighted and all rights are reserved by Interplay Productions Ma 
8nd are protected by the copyright laws that pertain to computer software. You may not copy the software Jm 

except that you may make one copy of the software solely for backup or archival purposes. You may not Ujj■ 

loan, sell, rent, lease, give, sub license, or otherwise transfer the software (or any copy). You may not ■ 

modify, adapt, translate, create derivative works, decompile, disassemble, or otherwise reverse engineer 1 
or derive source code from, all or any portion of the software or anything incorporated therein or permit or 
encourage any third party to do so 

“ OTICE: Interplay reserves the right to make modifications or improvements to the product described 
this manual at any time and without notice. , i 
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